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AMENDMENTS TO THE DRAWINGS 

The attached sheets of drawings includes changes to Figures 1, 4 and 13. These 
sheets are marked in red to indicate the proposed changes. A complete set of formal 
drawings is also attached per the Examiner's requirement. 



Attachment: Replacement Sheet(s) 

Annotated Sheets Showing Changes 
Submission of Formal Drawings 
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Calculate the X and Y scalars: 
They are equal to the ratio (in each co-ordinate) 
of the oval length divided by the dimension 
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both X and Y. 

(This is detailed in the specification) 
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